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Minimum Specifications 


Installation 


Operating System 

Windows 95/98 

Computer 

100% PC compatible 

CPU 

Pentium 166 

Hard Drive 

500 MB free space required 

CD-ROM 

24x speed 

RAM 

64MB 

Input Device 

Microsoft compatible mouse 

Graphics 

DirectX compatible 3D accelerator (4Mb) 

Sound 

All DirectX compatible cards 


1. Lemmings Revolution should autorun (automatically start to work) when the 
game CD is inserted in your machine (and you have closed the CD-ROM drive’s 
door). If it doesn’t, click on the START menu of your Windows desktop, click 
RUN, Type D:SETUP (or the relevant letter for your CD-ROM drive) and press 
ENTER. Then click OK. 

2. You will now be presented with the game’s Installation screen. Follow the 
on-screen instructions to install the game to your hard disk including which lan- 
guage version of the game you wish to install. 


3. Now you will be asked if you wish to install DirectX 7a. Choose YES 
Recommended Specifications unless you are confident that you have the appropriate version already installed, 

as DirectX 7a is a prerequisite for Lemmings Revolution to run. If in 
doubt, run the program as you will only be asked if you wish to 
Reinstall DirectX if the same version is first found on your machine. 


Uninstall 


If, for whatever reason, you should wish to uninstall Lemmings Revolution : 


1. Click on the START menu 
of your Windows Desktop, 
move to PROGRAMS, select 
TAKE2, select LEMMINGS 
REVOLUTION and use the 
Uninstall program provided. 


Operating System 

Windows 95/98 

Computer 

100% PC compatible 

CPU 

Pentium II 333 

Hard Drive 

500 MB free space required 

CD-ROM 

24x speed 

RAM 

64MB 

Input 

DeviceMicrosoft compatible mouse 

Graphics 

8Mb 3D accelerator - DirectX 7a (supplied on CD) 

Sound 

All DirectX compatible cards 



We will help you wherever we can to ensure you get the most from Lemmings 
Revolution but we are unable to provide any hardware support. If you have any 
questions regarding your computer then please contact your computer manufactur- 
er’s technical support department. 










Running The Game 

The installation program has placed a shortcut to Lemmings Revolution on your Windows 
Desktop. Double-click it to launch the game. Alternatively you can open the Windows 
START MENU and select PROGRAMS, then TAKE2 followed by LEMMINGS REV- 
OLUTION. Click on the LEMMINGS REVOLUTION icon in the next menu to launch 
the game. 


Main Menu 

Here you will be presented with four main options : 

• Start New Game 

• Play Current Game 

• Options 

• Quit to Windows 

To select an option on the menu left click the desired choice with your mouse. 

You can also press the ESC key on any screen to go backwards through the menu 
system or left click on the Return button. 

START NEW GAME 

Here the player can start a brand new Lemmings Revolution experience. Please note 
that selecting this option will write over the current game position if there is one 
saved. Only use this option if you are playing the game for the first time or you are 
sure you want to start a completely new game. 

PLAY CURRENT GAME 

Selecting this option will place the player back on the last level they were trying to 
complete in a previously saved game. Progress is saved after each level so using this 
option will return the player to the point in the game where they last quit. 

OPTIONS 

Here, players can select their own audio preferences. Simply move the point- 
er over the arrows next to either "MUSIC’ or ‘SFX’ to adjust their volumes. 

QUIT 

If this option is selected, the player is prompted as to whether they are sure they 
would like to quit before the game returns to the menu or exits to Windows. 



Lemmings Revolution: The Introduction 


After years of risking life and limb, the migration was over. The Lemmings had 
found their promised land and made themselves at home. Some took shelter in the 
forests, some by the ocean, while others settled in the desert. Some Lemmings even 
colonised the snowy wilderness, while those with particularly good building skills 
constructed magnificent towers which circled the land. In places the rocks were rich 
with precious stones which the Lemmings had no trouble mining with their 
renowned digging expertise. After their perilous exodus it seemed as if their trou- 
bles were finally over. . . 

Little did they know that their adventures had become the stuff of legend and had 
attracted particular interest among the weasels. This was bad news as weasels have 
always taken great delight in the misfortune of others and, true to form, weasal cin- 
emas erupted with roars of laughter as footage of the Lemmings’ gruesome mishaps 
played to packed houses for months on end. 

To make matters worse, weasels are very fond of practical jokes (the more 
elaborate the better) and, when they eventually grew tired of the same old 
re-runs, decided that the Lemmings’ honeymoon was over. 

One dark night, every Lemming was captured and packed away into 
boxes while the weasels set to work. No home was safe, and even the 
mines were sabotaged as they planted traps, puzzles and pitfalls that the 
Lemmings would surely never survive 

Now, the only means of escape is their hot air balloons. Unfortunately these have 
been strategically positioned to lure the Lemmings into danger. They’ll need your 
help if they are to have any hope of reaching them! 







Selecting a new game or a previously saved game will bring up the 
Lemmings Revolution map screen. Here the player can plot their Lemmings’ 
course to freedom, using each ‘branch’ as a stepping stone to their final goal. 
The player starts in the center of the circle and as one level is completed, 
several others appear further on in the branch. For example, as the first level 
is completed the player then has the choice of the next two levels. As soon 
as that level has been completed another three levels in the chain become 
unlocked. Using this path system there are a number of different routes 
available to the player, some easy and some fraught with danger! 


To select a level simply move the mouse pointer over a flashing node (this means that the level has 


been opened but not completed) and click on the left mouse button . 


Game Controls 


Before you start your escapades, it would be a good idea to learn the controls. They’re 

fairly simple to learn, but can you put them to good use?! 

MOUSE This is your primary weapon in the battle against the evil weasels. 

To select anything onscreen, click on the left mouse button. To 
rotate the game area hold the right button down and move the 
mouse left or right. 

P This is used to pause the game at any time. This doesn’t just stop 

the action as you can still give Lemmings their skills and rotate 
the level. This may not seem important at first but frugal use of 
the pause function can save your Lemmings from certain death! 

LEFT/RIGHT 

ARROW KEYS Pressing the left arrow key whilst the pointer is over a group of 
Lemmings will highlight a Lemming travelling to the left. 
Likewise, if the right arrow key is pressed the pointer will select 
a Lemming travelling to the right. This is extremely useful when 
you need to select a single Lemming from a mass group. 



SPACE BAR 


Tapping the space bar allows the player to zoom into the action. 
The right mouse button can then be used to navigate in this close- 
up view. Tapping the space bar again will return the player to the 
default view. 

Pressing the escape key brings up several options: 

Resume - Resumes the current game 
Try Again - Restarts the current level 
Quit - Quits back to the main menu 
Audio - Adjust the music and SFX volumes 


The Game Screen 


Here is a breakdown of the all-important game screen: 
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A The starting box from which Lemmings are released. 

B The finishing point. . . Can you get them safely to the balloon? 

C Skills palette. Here you can select skills with which to endow your Lemmings. 

D The number of Lemmings released. 

E The number of Lemmings already saved in the balloon. 

F Time elapsed/remaining. 

Meet The Lemmings 


The evil weasels have captured three specific species of Lemmings. Each species has 
evolved over their many peaceful years to cope with their environments whilst still 
retaining that vital Lemming look. Let’s meet them: 

These are your normal ‘common’ or ‘garden’ Lemmings. They are cute in every 
possible way but cannot swim or navigate that nasty hot stuff they call lava. 


These Lemmings have distinguished white and blue features and have developed the 
ability to swim. They can’t, however, manage to survive a nice hot lava bath. 

These Lemmings are a fetching shade of green and are impervious to acid. 
However they haven’t yet perfected their breaststroke. 
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There would be no point in trying to escape if our loveable Lemmings didn't possess a few skills. 
On the left of the game screen are all the skills that a Lemming would want to own. Skills can be 
selected by left clicking on a Lemming icon with a number next to it. The number denotes how 
many of those skills remain... They aren't infinite so use them wisely! Once a skill has been select- 
ed highlight a Lemming using the cursor and press the left mouse button. 



CLIMBER Climbers can climb up vertical surfaces but will fall off if 
they encounter an overhang. The ability to climb is a permanent skill. 


FLOATER A Floater will slowly float down to the ground if he falls 
from something. The ability to float is a permanent skill. 


EXPLODER An Exploder will explode, making a crater in the landscape 
and obliterating the Lemming. He will, however, carry on what he was doing 
for five seconds before exploding. Any Lemming can be made into an 
Exploder. 



BLOCKER A Blocker prevents Lemmings from passing him. He can be 
changed back to a normal Lemming by blasting the ground beneath him. 



BUILDER A Builder will build a ramp slowly upwards for 12 tiles. He 
can be interrupted from what he is doing at any time by giving him another 
skill. 



BASHER A Basher smashes his way through obstacles in a horizontal 
direction. He can also be given another skill while he is still bashing. 



MINER Miners dig down in a diagonal direction, depending on 

which way they are walking, leaving a useful tunnel behind them. They can 
also be changed into something else while they are mining. 



DIGGER A Digger digs vertically downwards as far as he can go, leaving 
a hole behind him. He can also be assigned another skill while he is digging . 




Life is never plain sailing for the little Lemmings. They will encounter several devilish traps along 
their route to freedom. So as not to give the game away, here’s a quick guide to a few of them: 



WATER 

These innocent pools of H20 can be a hazard to some species of 
Lemmings. Those pools, with protruding piping, can be drained. 
You'll just have to work out how for yourself! 



LAVA 

These hot pools of burning lava are lethal to all Lemmings 
except those with asbestos feet! 



ACID 

These lovely green pools of concentrated acid are extremely danger- 
ous. Only the most stupid of Lemmings would dare to cross this 
pool... Well, would youV. 



TIMED DOORS 

Tiny pressure pads activate these doors. As soon as the counter 
reaches zero the door closes and your Lemmings are trapped. 
Maybe that’s a good thing. Then again... 




This directional material can only be destroyed in the direction of the 
arrows. This could be up, down, right or as shown, to the left. 

Switches, unsurprisingly, switch objects on or off. This could be benefi- 
cial or disastrous... You decide. 

Laser gates work in a similar vein to switches. As a Lemming breaks the 
beam, an event is triggered. This could open the door to Lemming Utopia 
or release horrible evils into the world! Only trial and error will tell... 


V/ 


Speed-up pads are great when you're in a hurry. Timing is essential 
though as speeding up at the wrong time could see your Lemmings to an 
early grave. 


Ohh, floaty light! That’s the feeling you’ll get as your Lemmings hit those 
Anti-gravity pads. Mind you, what goes up must come down! 


Teleporters are a great invention when you know where they take you. 
Unfortunately, in this case, you don't! Be prepared to send your 








WALKTHROUGH 


To help you on your way - and to give your Lemmings a fighting chance! - here is a 
‘walkthrough’ to one of the trickier levels: 

“NOW YOU’RE STALKING” 

1) Make the 1st Lemming a Climber + Floater. 

2) Make the 2nd Lemming a Digger next to the metal pole to the right of the 
entrance. 

3) Once he has dug down, block the tribe in the lower platform. 

4) Make the 1st Lemming a Builder before he falls into the exit and then Dig down 
in between the two one-way block sections. 

5) Bash through the right facing one-way block and then build up over the gap. 

6) Continue to build up to the left wooden platforms, until the last one, where you 
should allow the Lemming to drop down into the 1st hole you created. 

7) Now bash through the one-way blocks to the left to free the rest of your eager 
little chums. 

8) Make one last bridge to gap the hole to the exit. 

9) Nuke the last Lemming to set the balloon free. 

HINTS & TIPS 

• Pausing the game may not seem that beneficial, but for later levels hit that ‘P’ 
as often as is Lemmingly possible so you can get a good fix on where you are 
and where you need to get to! 

• Zooming in not only looks nice, but when you’re faced with pixel perfect posi- 
tioning it’s definitely the option to take 

• There’s more than one way to make your Lemmings turn around without the need 
for a Blocker. Use the skills provided so every season they turn, turn, turn! 

• Different switches in different orders do different things, so watch out! 

• Multi-skill Lemmings are fantastic but remember what skills have been 
assigned to which Lemming! 
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CUSTOMER SUPPORT 


Every effort has been made to make our products as compatible with current hardware as 
possible. However if you are experiencing problems with running of one of our titles you 
may contact our Technical Support staff in one of several ways: 

Before contacting Technical Support, please be prepared. In order to assist you as effi- 
ciently as possible, we will need to know as much information about your computer and 
the problem as possible. If you can not provide the information in the check list below, 
then please contact your computer manufacturers technical support department before 
contacting Take 2 Interactive, otherwise we will be unable to solve your problem. 

The information that we will require is as follows : 

Contact Details: 

• Your name 

• e-mail address, daytime telephone number or postal address 
System Details: 

• PC Brand Name and model 

• Processor speed and manufacturer 

• CD-ROM Drive speed and manufacturer 

• Total amount of system RAM 

• The make and model of your Video Card / 3D Accelerator together with 
amount of Video RAM 

• The make and model of your Sound Card 

• Mouse and driver information. 

Please describe the circumstances, including any error messages, of your problem as 
clearly as possible. 


Technical Support 

Look for 24-hour online technical support at our support website 

www.take2games.com/support 


Contact us with any support questions or problems at the following e-mail address: 
tech @ globalstarsoftware.com 
Note: This infomiation is for technical support only and representives 
cannot provide game hints or suggestions. 
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LIMITED SOFTWARE WARRANTY AND LICENSE AGREEMENT 

This LIMITED SOFTWARE WARRANTY AND LICENSE AGREEMENT (this Agreement), including the Limited Warranty and 
other special provisions, is a legal agreement between You (either an individual or an entity) and Psy gnosis Ltd. and Take 2 
Interactive Software, (collectively, the Owner) regarding this software product and the materials contained therein and related there- 
to. Your act of installing and/or otherwise using the software constitutes Your agreement to be bound by the terms of this 
Agreement. If You do not agree to the terms of this Agreement, promptly return the software packaging and the accompanying 
materials (including any hardware, manuals, other written materials and packaging) to the place You obtained them, along with your 
receipt, for a full refund. 

Grant of Limited Non-Exclusive License. This Agreement permits You to use one (1) copy of the software program(s) (the SOFT- 
WARE) included in this package for your personal use on a single home or portable computer. The SOFTWARE is in use on a com- 
puter when it is loaded into temporary memory (i.e., RAM) or installed into the permanent memory (e.g., hard disk, CD-ROM, or 
other storage device) of that computer. Installation on a network server is strictly prohibited, except under a special and separate net- 
work license obtained from Owner. This Agreement shall not serve as such necessary special network license. Installation on a net- 
work server constitutes use that must comply with the terms of this Agreement. This license is not a sale of the original SOFT- 
WARE or any copy thereof. You may not sell, rent, lend or otherwise transfer the SOFTWARE and/or ACCOMPANYING MATE- 
RIALS to any other individual or entity. 

Intellectual Property Ownership. Owner retains all right, title and interest to this SOFTWARE and the accompanying manual(s), 
packaging and other written materials (collectively, the ACCOMPANYING MATERIALS), including, but not limited to, all copy- 
rights, trademarks, trade secrets, trade names, proprietary rights, patents, titles, computer codes, audiovisual effects, themes, charac- 
ters, character names, stories, dialog, settings, artwork, sounds effects, musical works, and moral rights. The SOFTWARE and 
ACCOMPANYING MATERIALS are protected by United States copyright law and applicable copyright laws and treaties through- 
out the World. All rights are reserved. The SOFTWARE and ACCOMPANYING MATERIALS may not be copied or reproduced in 
any manner or medium, in whole or in part, without prior written consent from Owner. Any persons copying or reproducing all or 
any portion of the SOFTWARE or ACCOMPANYING MATERIALS, in any manner or medium, will be willfully violating the 
copyright laws and may be subject to civil or criminal penalties. The SOFTWARE and ACCOMPANYING MATERIALS may not 
be sold, rented, loaned or otherwise transferred to any other individual or entity. 

SOFTWARE Backup or Archiving. After You install the SOFTWARE into the permanent memory of a computer, You may keep 
and use the original disk(s) and/or CD-ROM (the Storage Media) only for backup or archival purposes. 

Restrictions. Other than as provided specifically in this Agreement, You are not permitted to copy or otherwise reproduce the 
SOFTWARE or ACCOMPANYING MATERIALS; modify or prepare derivative copies based on the SOFTWARE or ACCOMPA- 
NYING MATERIALS; distribute copies of the SOFTWARE or ACCOMPANYING MATERIALS by sale or other transfer of own- 
ership; rent, lease, or lend the SOFTWARE or ACCOMPANYING MATERIALS; or to display the SOFTWARE or ACCOMPANY- 
ING MATERIALS publicly. You are expressly prohibited from transmitting the SOFTWARE or ACCOMPANYING MATERIALS 
electronically or otherwise over the Internet or through any other media or to any other party. You are expressly prohibited from 
selling or otherwise using for profit any scenery, maps, levels, level packs, add-on packs, sequels, characters or other components or 
items based upon or related to the SOFTWARE or ACCOMPANYING MATERIALS. YOU ARE NOT PERMUTED TO 
REVERSE ENGINEER, DECOMPILE OR DISASSEMBLE THE SOFTWARE IN ANY WAY. Any copying of the SOFTWARE 
or ACCOMPANYING MATERIALS not specifically allowed in this Agreement is a violation of this Agreement. 


Limited Warranty and Warranty Disclaimers. 


LIMITED WARRANTY. Owner warrants that the original Storage Media holding the SOFTWARE is free from defects in materials 
and workmanship under normal use and service for a period of ninety (90) days from the date of purchase as evidenced by Your 
receipt. If for any reason You find defects in the Storage Media, or if you are unable to install the SOFTWARE on your home or 
portable computer, You may return the SOFTWARE and all ACCOMPANYING MATERIALS to the place You obtained it for a 
full refund. This limited warranty does not apply if You have damaged the SOFTWARE by accident or abuse. 


CUSTOMER’S REMEDY. Your exclusive remedies, and the entire liability of Owner, shall be (i) replacement of any original 
Storage Media with the SOFTWARE or (ii) full refund of the price paid for this SOFTWARE. By opening the sealed software pack- 
aging, installing and/or otherwise using the SOFTWARE or ACCOMPANYING MATERIALS, you hereby agree to waive any and 
all other remedies you may have at law or in equity. Any such remedies you may not waive as a matter of public policy, you hereby 
assign, or shall assign as they become available, over to Owner. 


WARRANTY DISCLAIMERS. EXCEPT FOR THE EXPRESS LIMITED WARRANTY SET FORTH ABOVE, OWNER MAKES 
NO WARRANTIES, EXPRESS OR IMPLIED, ORAL OR WRITTEN, CONCERNING THE PRODUCTS OR ANY COMPO- 
NENT PART THEREOF. ANY IMPLIED WARRANTIES THAT MAY BE IMPOSED BY APPLICABLE LAW ARE LIMITED 
IN ALL RESPECTS TO THE FULLEST EXTENT ALLOWED AND TO THE DURATION OF THE LIMITED WARRANTY. 


OWNER DOES NOT REPRESENT, WARRANT OR GUARANTEE THE QUALITY OR THE PERFORMANCE OF THE SOFT- 
WARE OR ACCOMPANYING MATERIALS OTHER THAN AS SET FORTH IN THE ABOVE LIMITED WARRANTY. 
OWNER ALSO DOES NOT REPRESENT, WARRANT OR GUARANTEE THAT THE SOFTWARE OR ACCOMPANYING 





MATERIALS! CAPABILITIES WILL MEET YOUR NEEDS OR THAT THE SOFTWARE WILL CONTINUOUSLY OPERATE, 
BE ERROR FREE, OR THAT PROBLEMS WILL BE CORRECTED. OWNER DOES NOT REPRESENT THAT THE SOFT- 
WARE WILL OPERATE IN A MULTI-USER ENVIRONMENT. 

NO ORAL OR WRITTEN INFORMATION OR ADVICE GIVEN BY OWNER, ITS DEALERS, DISTRIBUTORS, DIRECTORS, 
OFFICERS, EMPLOYEES, AGENTS, CONTRACTORS OR AFFILIATES SHALL CREATE ANY OTHER WARRANTY OR 
EXTEND OR EXPAND THE SCOPE OF THIS WARRANTY. YOU MAY NOT RELY ON ANY SUCH INFORMATION OR 
ADVICE. 

SOME COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, SO THE 
ABOVE LIMITATION MAY NOT APPLY TO YOU. THIS LIMITED WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS 
AND YOU MAY ALSO HAVE OTHER STATUTORY RIGHTS WHICH MAY VARY FROM COUNTRY TO COUNTRY. 

LIABILITY LIMITATION. To the maximum extent permitted by applicable law, and regardless of whether any remedy set forth 
herein fails of its essential purpose, IN NO EVENT WILL OWNER, ITS DIRECTORS, OFFICERS, EMPLOYEES, AGENTS OR 
AFFILIATES NOR ANYONE ELSE INVOLVED IN THE DEVELOPMENT, MANUFACTURE OR DISTRIBUTION OF THE 
SOFTWARE OR THE ACCOMPANYING MATERIALS BE LIABLE FOR ANY DAMAGES WHATSOEVER, INCLUDING 
WITHOUT LIMITATION, DIRECT OR INDIRECT; INCIDENTAL; OR CONSEQUENTIAL DAMAGES FOR PERSONAL 
INJURY, PERSONAL PROPERTY, LOSS OF BUSINESS PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS 
INFORMATION, LOSS OF TEXT OR DATA STORED IN OR USED WITH THE SOFTWARE INCLUDING THE COST OF 
RECOVERING OR REPRODUCING THE TEXT OR DATA, OR ANY OTHER PECUNIARY LOSS, ARISING FROM OR OUT 
OF THE USE OR INABILITY TO USE THIS SOFTWARE. THIS LIABILITY LIMITATION APPLIES EVEN IF YOU OR 
ANYONE ELSE HAS ADVISED OWNER OR ANY OF ITS AUTHORIZED REPRESENTATIVES OF THE POSSIBILITY OF 
SUCH DAMAGES. EVEN IF SUCH IS CAUSED BY, ARISES OUT OF OR RESULTS FROM THE ORDINARY, STRICT, 
SOLE OR CONTRIBUTORY NEGLIGENCE OF OWNER OR ITS DIRECTORS, OFFICERS, EMPLOYEES, AGENTS, CON- 
TRACTORS OR AFFILIATES. SOME COUNTRIES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL 
OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. 

Product Support and Updates. This SOFTWARE is intended to be user-friendly and limited product support is provided by Owner 
as specified in the ACCOMPANYING MATERIALS. 

Jurisdiction. ENGLISH LAWS GOVERN THIS AGREEMENT, REGARDLESS OF EACH COUNTRYfS CHOICE OF LAW 
PRINCIPLES, WITH A FORUM AND VENUE OF LONDON, ENGLAND. This Agreement may be modified only by a written 
instrument specifying the modification and executed by both parties. In the event that any provision of this Agreement shall be held 
to be unenforceable, such provision shall be enforced to the greatest possible extent, with the other provisions of this Agreement to 
remain in full force and effect. 

Entire Agreement. This Agreement represents the entire agreement between the parties, and supersedes any oral or written commu- 
nications, proposals or prior agreements between the parties or any dealers, distributors, agents or employees. 

Termination. This Agreement is valid until terminated. This Agreement ceases automatically (without any form of notice) if You do 
not comply with any Agreement provision. You can also end this Agreement by destroying the SOFTWARE and ACCOMPANY- 
ING MATERIALS and all copies and reproductions of the SOFTWARE and ACCOMPANYING MATERIALS and deleting and 
permanently purging the SOFTWARE from any client server or computer on which it has been installed. 

Equitable Remedies You hereby agree that if the terms of this Agreement are not specifically enforced, Owner will be irreparably 
damaged, and therefore you agree that Owner shall be entitled, without bond, other security, proof of damages, to appropriate equi- 
table remedies with respect any breach(es) of this Agreement, in addition to any other available remedies. 

Owner If You have any questions regarding this Agreement, the enclosed materials, or otherwise, please contact in writing: 


TalonSoft Inc. 

P.O. Box 43730 
White Marsh, MD 21236 
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